LEGO® Rock Raiders Design Meeting 
4° A 8 


ugust 199 
Attendees: |. Deary, R. Dorney, T. Stoddart, R. Wilson 


General 
The meeting was called to discuss goals and requirements for a playable demo of the game with respect to 
current milestone lists. This was requested primarily by Tony and Rob W. 


Building Placement 
Building placement has already been achieved to some degree in that a building object can be placed on a level. 


This code has to be checked to see that it works with all buildings, especially the dock which is a special case 
object. The floor has to be altered to allow minifigures and vehicles access. 

For this we will need: 

1. All buildings constructed with respect to upgrades and at the following levels: 

HighPoly_Ingame, (Close-up first person) 

Medium Poly, (medium distance first person) 

Low Poly, (far distance first person / close third person) 

Very Low Poly, (very far first person / far third person) 

All building upgrades constructed to the above LOD’s 

Icon panel so that buildings are selected from the desktop 

Objects created by order of object dependency chart 

Upgrade Function for buildings available on the desktop 

Costing for all these items subtracted from the players total in Ore and Crystals and displayed on the 
desktop 

Teleport animation with transparency / translucency effects. 
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Lava 

Required: 

Texture maps are required for lava and cooled lava. 

Texture effects such as palette cycling, range palette cycling, steam, animated textures, etc. 

Flagged states for cooled and hot floor based lava (transitional should be flagged as cooled) 

Cooling / melting transition. 

Lava flagged as can’t go 

Objects entering lava to suffer damage until it leaves lava or health reaches (<=0) upon which time it is 
teleported off the level. 

It was decided that lava placed on the map as floor should be given the same altitude value for adjacent 
polys which are also flagged as lava; polys adjacent to lava, but not flagged as lava, should have an altitude 
value greater than the adjacent lava so that the floor will appear to go down into the lava and so that the lava 
does not look as though it should ‘spill out’ from its designated blocks. 

Note: 

After working on the code for water flowing along a tunnel many problems arose concerning the physical objects 
which describe the flow. For example additional polys used with deformation of the original map blocks and the 
‘sides’ of a flow (something that is ignored in the water flow animation in Final Fantasy VIII). More thought must 
be placed into the benefits / pitfalls of applying this code to lava in connection with gameplay. It may be the case 
that lava should only exist as floor rather than something that flows from the ‘un-dug’ state. Therefore not 
devoting a great deal of coding and artwork time perfecting lava flows that may have little equivocal benefit to 
gameplay. 
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Water 

Required: 

1. More thought in how this is represented in its three states, these being floor, trapped pool (‘un-dug’ state) 
and flowing. 

2. Adding a geyser to the water filled rooms when they are emptied. 

3. Refilling a room that is blocked off with a geyser. 

4. It was decided that height of water flagged as floor should be given the same attributes as lava described in 

point 7 in the section describing lava above. 

Texture maps are required for still pools and flows. 

Texture effects such as palette cycling, range palette cycling, steam (froth) , animated textures, etc. 

Effect on objects in the game such as damage and the ability to sweep objects a short distance along the 

path of the flow. Also distinguish which object/s is encountered by water flows and effect it accordingly. 

8. After much discussion about the practical difficulties of filling and refilling a room with water when all exits are 
blocked off, it was decided that these situations have to be very carefully designed on the block map. Exits 
for the water will be stored and these will act as flags for the current state of the water pool. When a 
Bulldozer is selected by the player, the blocks that form the ‘exits’ for the water will be highlighted in the main 
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game window. As the mouse pointer passes over these blocks, the ‘seal water exit’ mouse pointer will be 
shown. However, there is still a problem with this if we still consider the Bulldozer as a vehicle that can block 
tunnels from enemy creatures. We must either reconsider the functions of the Bulldozer or re-think the 
process by which we transform a single block from ‘dug’ to ‘un-dug’. Perhaps this should be done with 
objects, but then there are many different cases with respect to how this will work with adjacent blocks. 


Minifigures 
1. It was decided to ensure that each minifigure has quite distinct rolls within the game to ensure that their 
creation is required during a level. The initial proposal is as follows: 


MINIFIGURE 


Engineer 


Geologist 


Sailor 





Other considerations will have to be made on how this will effect the upgrade process of each minifigure. 


2. Geologists must be able to place dynamite to detonate walls. 

3. All minifigures should be able to pick up, drop and carry either one unit of Ore or Crystal. 

4. Minifigures should deposit their load in the nearest vehicle with transportation capabilities; if one is not 
available than they should return to the relevant refinery. 


Excavation 

Much of this code is already in place. Still required are: 

1. Independent objects to denote single ‘un-dug’ blocks. 

2. Bonus Crystals and Ore to animate falling from a collapsing wall 

3. Collected Crystal and Ore deposited in the relevant refinery to be added to the on screen total (figures and 
bars) 


Upgrades 
Needed: 


1. All vehicles and buildings to be build at their various poly resolutions at their basic configuration with Nulls to 
position each changeable element. 

2. Upgrade icon for desktop 

3. Repair/Upgrade Centre 


Dynamite 
Needed: 


Dynamite Object 

Numeric countdown graphic from five to zero to be overlaid on the dynamite object. 
‘Non-violent’ explosion animation. 

Dynamite to be placed next to a wall by a geologist 

Place dynamite mouse pointer 
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